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These programs require 32K RAM memory, an ATARI 810 Disk 
Drive, and the ATARI BASIC Language Cartridge. First, 
Insert the ATARI BASIC Language Cartridge In the (Left 
Cartridge) slot of your computer. To load and run the disk, 
turn on your disk drive. When the busy light goes off, 
insert the disk. Power up your computer and turn on your 
video screen. When the MENU appears, select the uti I Ity you 
want. Later, after you are fami liar with the Uti I itles, take 
the ones you need and copy them to your own disks. 

MEN U 

HOW TO USE MENU: 

The MENU program was designed to provide a screen 
display of disk files and run BASIC programs. MENU will 
work wiTh either ATARI DOS 1 or DOS 2.0S and RUN BASIC 
programs that are In SAVED or tokenlzed format. 

MENU will automatically LOAD and RUN when your Tricky 
Tutorial diskette has been used to "BOOT UP" your ATARI 
computer. Any time you want to have MENU run first on your 
disks, just use the COpy function from the DOS menu to put 
Menu and AUTORUN.SYS from this disk onto yours. 

Booting up means that when a disk has MENU on It, and an 
AUTORUN.SYS that calls Menu, Menu Is run by just turning on 
your ATARI 810 disk drive (and other peripheral equipment, 
If any: printer, interface, TV, etc). Ins ert the diskette 
into Drive #1 and shut the door. Make sure your ATARI BASIC 
cartridge is Installed, then just turn on the computer. 
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ATARl's DOS 2.0S will load It's File Management 
Software, then look for an AUTORUN.SYS fl Ie. Since your 
diskette does conta I n an AUTORUN. SYS f I Ie, DOS w I I I LOAD and 
execute the Instructions In this short program. This 
particular AUTORUN.SYS tells the computer to say "HELLO", 
then RUN a program called INTRO. INTRO displays our cover 
message and runs the MENU program. A sequence of programs 
that RUN other programs Is called CHAINING. More on that 
later. 

MENU begins by read I ng what Is ca I I ed the 0 i sk 
Directory File. This file contains a list of every file on 
a diskette. As MENU reads this Information, It wi I I count 
the number of fi les read, and display the current count on 
the screen. Once all files have been read, the screen wi II 
also display the number of FREE or available sectors left on 
the disk. 

At this point there wi I I be a brief delay as MENU does 
some internal calculating. Once this step has been 
completed, The authors name wi I I be replaced by the words, 
"PRESS START". When the START key is pressed, the screen 
wi I I appear as follows: 

SELECT OPTION 

PRESS START 

RUN BASIC PROGRAM 

DISPLAY DIRECTORY 

Note that the words, "PRESS START" and "RUN BASIC 
PROGRAM" are In WHITE. Throughout this program, the 
currently selected option wi I I always appear in WHiTE. This 
will Indicate what the computer will do if you PRESS START. 

The OPTION and SELECT keys are interchangable. They 
are used to SELECT the OPTION you desire. Press one of 
these keys now then release it. Note that there were two 
sounds. One was heard as you pressed the key and the other 
as you released it. The program acted upon your request as 
you released the key. Note that the words, "RUN BASIC 
PROGRAM" are no longer white but "DISPLAY DIRECTORY" has 
changed to white. Now press OPTION or SELECT again. Once 
you released that key, the screen returned to It's original 
colors. 
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Now that you understand what Menu Is, let's see how easy 
It makes choosing programs on your disks. Press SELECT (or 
OPTION) so that DISPLAY DIRECTORY Is white, then press the 
START key. 

You have told MENU to display all fi les on the 
diskette. The screen Is set up to display 9 files. If more 
than 9 files are on the disk, they will be displayed, up to 
9 at a time, each time you PRESS START. Once all files have 
been displayed, you will be returned to your original two 
choices. Again, RUN BASIC PROGRAM will appear In white. 

PRESS START and a new screen wi I I appear. Note that 
there are now options numbered 1 thru 9. Only numbers 4 
thru 9 are BASIC programs. Number Is CONTINUE. This 
would be selected to do just that, continue. In other 
words, you would be saying, "I don't want to return to BASIC 
(#2), or call DOS (#3), or run any of the programs numbered 
4 thru 9. 

I f you just wanted to use BAS I C for work I ng on a 
program, you would select number 2. I f you wanted to use 
DOS, you would select number 3 . If you wanted to RUN one of 
the programs numbered 4 thru 9, you would select It's 
number. 

You may select a number by pressing the OPTION or 
SELECT key until the desired option appears In white. Note 
that here, you do not have to release the button for the 
option to change. Try It. Just hold down the OPTION key. 
One by one, each option will turn white. When you're done 
fooling around, leave the screen so that CONTINUE Is white. 
Now press the START key. 

If there are additional programs to display, a new 
batch of options wi I I appear. In each case, the first three 
will remain the same, and up to 6 new options (BASIC 
programs) wi II appear. When the I ast program has been 
displayed, and the CONTINUE option is selected, MENU will 
redisplay the first 6 BASIC programs . 

I said there were two methods of selection. 
Is pressing the number key of the desired option. 
no need to press RETURN or START when a number key 
As soo n a s a val I d key I s pre sse d, MEN U w I I I 
accordingly. 
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Remember that when you dIsplayed the DISK DIRECTORY, 
you saw fIles such as DUP.SYS and AUTORUN.SYS? But when you 
used the RUN BASIC PROGRAM optIon, these fIles were not 
dIsplayed. That Is because thIs MENU program assumes that 
If a fIlename has any extentlon, (such as .SYS), It Is not a 
BASIC program. Conversely, when no extentlon Is found, MENU 
assumes the fIle to be a BASIC program In SAVEd format. 

You may use MENU on a II your standard ATAR I dIskettes 
for convenIent directory displays and BASIC program 
selection. You will just have to remember to use filename 
extentlons In all NONBASIC program names. You will also 
find that If you use an extentlon, that fIlename will NOT 
appear In your BASIC program selectIon, even though It might 
be a BASIC program. In other words, DO NOT use extentions 
such as .BAS to Indicate a BASIC program. We wi I I discuss 
standards for filenames and extensions a bit later on. 
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FORMAT 1 - A Disk Formatlng Aid 

HOW TO USE FORMAT1: 

Why have a BASIC program to format disks when DOS does 
the same thlng?Well, a Professor's life Is very busy with 
all these TRICKY TUTORIALS to write. When I get a chance to 
nap, I DO IT! 

So anyway, while was laying around, er, mean 
work i ng, one day, I rea I i zed that when DOS I s used to format 
diskettes, the user must type 6 keys before the formatting 
begins. With FORMAT1, all you have to do is Insert the disk 
and press the START button. 

BIG DEAL! To format one disk, using FORMATl saves 5 
keystrokes. If you just bought a box of 10, you save 50 
keystrokes. If you format disks in even larger quantities, 
and have two drives, you could remove the PRESS START 
prompt, make minor modifications to allow you to fl ip floppy 
between the two drives, with no keys to press at al I! 

-5-



DISKLIST 

HOW TO USE DISKLIST 

The D I SKL I ST program reads the disk d I rector y f I Ie from 
any ATARI diskette and generates a disk jacket label on any 
compatable 40 or 80 column printer. This label wi II contain 
a heading, the names of each file on the diskette, and the 
number of free blocks or sectors. 

You may use plain white paper, then cut out the listing 
and attach it to the protective outer jacket using rubber 
cement or scotch tape. This will help you to identify your 
diskettes at a glance. It is recommended that these labels 
be used only for diskettes which are- nearly full. Natura l ly, 
If the contents of your diskette changes, the label would 
have to be reprinted. 

When you RUN this program, you wi II be prompted to 
Insert the appropriate diskette, then enter the drive number 
you are using. 

You may enter a heading for your label. You may enter up 
to 40 characters of descriptive information, or just press 
RETURN to bypass this option. 

Once this has been done, the program wi I I read your 
d i skette and print your label. You wil l then have the option 
to return to the MENU program by pressing the OPT I ON button, 
or rerunning DISKL I ST by pressing the START button. 

Here's a example of output from DISKLIST: 

TRICf<Y TUTORIAL # 7 BY ,JEI=<RY I>JHITE 

FILE EXT SEC FILE EXT SEC 

* Del!:; ~:)YE) 0::';9 * DUP BYS 042 

* AUHJRUN SYS 002 * MENU 04::; 

* FILEr..; 0:':;9 * INTRO 00::;; 

* FORMA'll 014 * AUTOBOOT 019 

* INSPECT 042 * DISI<LIST 020 

442 FREE BLUCI<t3 AWi I L~iBLE. 
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HOW IT WAS WRITTEN: 

The program itself is short and strlght forward. It 
simply opens the disk directory to read all files using wild 
cards. For e x ample, if you specified disk drive number 2, 
the directory file would be opened as foll ows: 

OPEN #1,6,0,"02:*.*" 

The data between quotes is stored in the string F$. As 
each record is read, it is checked to see if it's length is 
less than 5, or if positions 5 thru 8 contain the letters, 
"FREE". If the diskette is in DOS 2 format, the last record 
will contain the word "FREE". If the diskette is in DOS 1 
format, the last record wi I I contain o nly the number of free 
sectors. The length of that number wi II be l ess than 5, and 
DISKLIST wi I I know we ha ve reached the end of the directory 
f i Ie. 

IOCB (I nput Output Contro I Block) #2 
printer. Directory data Is r ead into the 
printed using a ? or PRINT #2 command. 

is used 
string 

for your 
A$, qnd 

The resulting printed material wi II usually fit quite 
nicely on the disk jacket unless you have a large number of 
fil e s o n yo ur diskette. 
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AlITOBOOT 

HOW TO CREATE AN AlITORUN.SYS FILE 

When an ATARI computer Is turned on, the Operating 
System (O.S.) performs many Initialization tasks. One of 
these tasks Is to find out If a disk drive Is available. If 
so, It looks for Instructions by reading the first sector on 
whatever diskette It finds on drive one. 

Using your Tutorial diskette as an example, the first 3 
sectors (boot sectors) are read. Then the f I Ie ca I led 
DOS.SYS Is read and the O.S. sets up ATARI's F.M.S. or File 
Management System. Once this has been done, DOS looks to 
see If a file named. AUTORUN.SYS Is on the diskette. If 
not, control of the computer Is turned over to a cartridge, 
In this case, ATARI BASIC. 

BOOT INTERFACE [Y or N)?N 

1!.4: •• #4 :_tj:.] ~ I; t·,: II,..,. 
?RUN"I>:HENU" 

OPENING 1>1:AUTORUN.SYS 

CREATING 1>1:AUTORUN.SYS 

CLOSING 1>1:AUTORUN.SY5 

REAI>Y • 

If the diskette contains an AUTORUN.SYS fl Ie, the system 
will execute the Instructions It receives as a result .of 
reading this file (these Instructions may be as simple as 
RUN"D:MYPROG", or more detailed If you need). Assembler 
Instructions may be executed Immediately as each Instruction 
is read. BASIC Instructions wi II be executed after the 
entire AUTORUN.SYS fl Ie has been read . See your DOS 2 
Manual or De Re ATARI If you desire further technical 
Information. 
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The AUTORUN.SYS file Is a handy little tool which may be 
used to automatically perform user specified Instructions 
such as RUN a program. The AUTORUN.SYS file on this 
EDUCATIONAL SOFTWARE diskette tel Is your computer to set the 
foreground color so that It equals the background color 
Immediately. Why? This was done to prevent the READY 
prompt from appearl ng I n the upper right corner of the 
screen. Why? It Is my humble opinion that the READY prompt 
should tell the user that the system Is READY to use. In 
this case, It would not be true. 

On this disk, the AUTORUN Instruction Is RUN"D: INTRO". 
Our obedient computer will look for and hopefully find a 
program named INTRO, then LOAD and RUN It. The INTRO 
program simply displays Introductory Information, tells you 
that the MENU program Is being LOADed, and RUNs It for us. 
This could be descrlbd as CHAINING programs. DOS calls 
AUTORUN.SYS, AUTORUN.SYS calls INTRO, and INTRO calls MENU. 
For your programs, you may want to create an AUTORUN.SYS on 
disks holding your favorite games or business programs. 
AUTORUN.SYS will automatically run them . What to do If you 
have several games on a dlsk?--use MENU and AUTORUN.SYS. 

The AUTOBOOT program may be used to create your own 
AUTORUN.SYS file on any DOS version 2 diskette. DO NOT RUN 
AUTOBOOT un t I I you h a v e mad e a b a c k u P cop y 0 f you r 
EDUCATIONAL SOFTWARE diskette . The AUTORUN.SYS file on this 
disk Is locked to prevent accidentally writing over It. 

As an example of using the AUTOBOOT program, let us 
ass u me you h a v e dec ide d to use m y han d y I Itt I e MEN U pro g r a ", 
and would like to have MENU RUN automatically, bypassing the 
INTRO program. O. K. You would begin by using DOS to FORMAT 
a blank diskette. Once formatted , use DOS option H to write 
DOS flies. Be sure to use DOS 2. 0S. When In doubt, simply 
BOOT or reboot your computer using our diskette (which has 
DOS 2.0S on It), then load DOS from the MENU program, (see 
MENU Instructions). Now use DOS option 0 to DUPLICATE the 
MENU program. 

I f a II went we II, you shou I d now have three flies on the 
new diskette. Check this by using DOS o ption A to display 
the Disk Directory. Typ e a capital A, then press RETURN 
twice. The first time you press RETURN is to enter the A 
option. The second time Is to bypass al I options of the 
Disk Directory feature. This tells DOS to simply display 
all files found in the Disk Directory file onto the screen. 
There should be three; DOS.SYS, DUP.SYS, and MENU. The 
number to the right of the filenames are the number of disk 
sectors occupied by that file. The last line tells you the 
number of FREE or unused sectors. 
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Now to create our AUTORUN.SYS file. Before we can RUN 
the AUTOBOOT program, we must exit from DOS. To do this, 
type B and press RETURN. Since the BASIC Cartridge Is In 
place, you wi I I now see the faml liar READY prompt. Put your 
TR ICKY TUTO R I A L dis k e t t e b a c kin to d r i ve 0 n e, t y P e 
RUN"D:AUTOBOOT", and press RETURN. 

Before you go any further, remove the TUTORIAL diskette 
and insert the one on wh I ch we w I I I wr I te our new 
AUTORUN.SYS file. The first prompt will ask you if you wish 
to BOOT INTERFACE (Y or N). I f you w II I be need I ng the 
serial ports of ATARI's 850 Interface Module, respond Y. If 
you don't need them, or if you don't have one, respond N. 
There Is no need to press RETURN. 

At this point we can enter whatever BASIC commands we 
want to have executed by AUTORUN.SYS. You can on I y type In 
one line of BASIC commands, so use colons and keep the total 
I ength to 3 II nes on the screen (133 characters, as in your 
BASIC Manual, see last page). The AUTOBOOT program will 
automatically generate code to set the background and 
foreground colors equal (eliminating the READY prompt). By 
the way, the prompt will be on the screen, you just won't 
see It. I mention this to point out that if you were going 
to use a PRINT command, you wi I I want the text to show up on 
the screen. For this reason you should begin your AUTORUN 
Instructions with a GRAPHICS command to set the colors back 
to normal. To keep th Is examp I e 5 I mp I e, just type 
RUN"D:MENU" and press RETURN. 

As the AUTOBOOT program RUNs, It will tell you what It 
Is doing. It will OPEN, WRITE, then CLOSE a file named 
AUTORUN.SYS. Upon completion, AUTOBOOT wi I I simply END. 
All you need to do to see your AUTORUN.SYS fi Ie do it's 
thing Is shut off the computer, then turn it back on again. 
The computer wi I I do the BASIC statement you gave it. 

Some people say that frequently turning electronic 
devices off and on Is not good to do, since It wears out 
components. To avoid this and stl II test your AUTORUN.SYS 
file, just type POKE 580,1 and press RETURN, then press 
SYSTEM RESET. This will cause a cold start, similar to 
turning off and then on again. 

You may enter a series of unnumbered BASIC commands Into 
the AUTOBOOT program . They must be separated by a colon and 
not exceed three I ines on the screen. You might wish to 
display a message, reset margins, or simply create a disk 
that w I I I automat I ca I I Y ca I I DOS. 
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If no BASIC Cartridge is found, DOS will load and 
display it's own MENU of options, ignoring the AUTORUN.SYS 
file. To automatically use DOS options with the BASIC 
Cartridge installed, use AUTOBOOT and simply enter the 
command DOS. 

The AUTOBOOT program provides a method of automating 
tasks that might otherwise have to be done manually. Isn't 
automation wonderful? 

INSPECT 

HOW TO USE INSPECT 

RUN the INSPECT program. The options display identifies 
the program by it's full name, "DISK INSPECTOR", and 
provides four options. When entering an option number, there 
is no need to press the RETURN key. 
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DISK INSPECTOR 

ii'il:;l;aI]:I'(lj:_:,I'lil;I?l:l 

i= EX~MINE DIRECTORV 

2= EX~MINE SECTOR 

3= EX~MINE FILE 

4= RUN MENU 



1 - EXAMINE DIRECTORY 

Let's beg in by typ i ng the number to exam I ne the 
directory file of this diskette. The screen should now 
display: 

S FN FiLE EXT 
L 0 DOS SYS 
L 1 DUP SYS 
L 2 AUTORUN SYS 
L 3 MENU 
L 4 FILES 
L 5 INTRO 
L 6 FORMA T1 
L 7 AUTOBOOT 
L 8 INSPECT 
L 9 DISKLIST 
L 10 RPMTEST 

SSEC 
4 

43 
85 
87 

130 
169 
174 
188 
209 
251 
271 

NSEC 
39 
42 

2 
43 
39 

5 
14 
21 
42 
20 
14 

The first column provides the Status of each f lie. In 
this case, each file shows the status L. The L indicates 
that the file is locked. I f the f i I e were un locked and 
available, the status would be blank. If a fl Ie was 
Deleted, the status would be Indicated as the letter D. 

The second co I umn shows the F II e Number. The first f II e 
number Is zero. The ma x imum number of files that may be 
stored on a given diskette is 64. If the directory were 
comp I ete I y f u I I, the last f I I e number wou I d be 63. 

Following the file number Is the fi lename and extentlon 
if any. Note that the "." between fi lename and extentlon is 
NOT displayed. 

Finally we have two columns of decimal numbers. The 
first Is "SSEC" (the starting sector) and the second Is 
"NSEC" (number of sectors). Note that our first file, 
DOS.SYS, begins at sector 4 and occupies 39 sectors. The 
first 3 sectors on the disk are reserved as BOOT sectors. 

At the bottom of the screen Is the message, "PRESS ANY 
KEY FOR 0 PT ION S " • Dot his and you w I I Ire t urn too u r 
original four options. 
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2 - EXAMINE SECTOR 

This time type the number 2 to EXAM I NE SECTOR. The 
program will then ask us to "TYPE SECTOR NUMBER RETURN?". 
Let's examine the first sector of the AUTORUN.SYS file. 
Type the number 85 then press RETURN. The program w I I I then 
ask us to TYPE 1 FOR CHARACTER OR 2 FOR HEXDUMP. Type the 
number 2 (NO DEPOSIT, NO RETURN). 

Each sector consists of 128 bytes. Note that the first 
two bytes of the AUTORUN.SYS file are FF (decimal 255). 
This Indicates that the file Is In machine language or what 
Is also known as Object Code. Once again, press any key, to 
return to our options display. 

Now let's examine sector 87 which Is the beginning of 
our MENU program. Note that the first 3 bytes are 00. 
This In dicates a BASIC program In SAVEd format. 

Return to the options display and have another look at 
sector 87, but this time specify 1 for character format . 
Not e t hat the fir s t t h r e e b y t e s are he art s . The he art 
character Is ATASCII character O. 

3 - EXAMINE FILE 

Get back to the options display and type the number 3 to 
examine a fl Ie. The program wi II then ask us to ENTER 
FILENAME? Type MENU then RETURN. Once again we see the 
beginning of the MENU program but In a somewhat different 
screen layout. Here we begin with byte 1 Instead of 0, just 
to say that this Is the first byte of the MENU program. For 
each byte, the Decimal and Hex Values are displayed along 
with the ATASC I I character representat I on. 

At the bottom of the screen you w I I I see, 
"OPTION=OPTIONS START=CONTINUE". To continue looking Into 
the MENU program, (20 bytes at a time), press the START 
button. When you are ready to return to our options 
display, press the OPTION button. 

4 - RETURN TO MENU 

The fourth and f I na I opt I on is used to return to our 
main MENU program. 
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RPMTEST 

If you suspect that you are experiencing problems caused 
by your 810, this little program might come In handy. It 
will allow you to check the speed of your disk drives. 

Before we go any further, I'd like to thank the author 
of this program, Bob Christiansen of Quality Software, for 
his permission to Include his program In this package. 
RPMTEST was originally published In the May 1982 Issue of 
COMPUTE! magazine. A I though my vers I on Iss I I ght I Y 
different, the logic, and the machine language routine 
remain the same. We cannot reprint the COMPUTE 
documentation, nor do we wish to steal It by making minor 
modifications. 

RUN this program now. I f your drive is running at the 
proper speed, your diskette should spin between 285 and 290 
times per minute. The absolute perfect speed is said to be 
288. 

The question that the program asks you Is: "Which drive 
number do you want to test"? Before you answer, make sure a 
formatted diskette Is ready In the appropriate drive. Note 
that this program wi I i test by reading sector number one of 
the dlsk e -rte, 100 times. You can use any program disk 
without fear of losing data or damage to the disk. Enter the 
appropriate drive number from 1 thru 4, then press RETURN. 
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It will take about 22 seconds for the test. The speed 
will then be displayed. If the speed Is within normal 
limits, the background color of the screen wi I I change to 
green, and a message will say, "DRIVE SPEED IS O.K.". If 
your drive speed Is too fast or too slow, a message wi I I be 
displayed to that effect, and the background color of the 
screen wi I I be red. 

At this point, you may test again by pressing the START 
key, or return to the MENU program by pressing the OPTION 
key. If you decide to return to the MENU program, make sure 
our tutorial program diskette Is ready In drive one before 
you press the OPTION key. 

When test I ng the speed of any dr I ve, I tis Important 
that the diskette you use Is spinning freely. If you hear 
any unusual sounds, the diskette might be rubbing against 
it's jacket, causing the RPM speed to be slow. you may want 
to test the drive speed using several different disks. 

It Is also Important to note that the speed of the 810 
has been known to be about 3 RPM faster when It Is cool, 
than after It warms up. Since most of the time the drive 
wi II be warm, It should be tested under those conditions. 

If afte'r running this test a few times, you find your 
drive to be conslstantly fast or slow, the speed should be 
adjusted. You can do this yourse I f as descr I bed I n the 
COMPUTE article, or have an authorized repair center do It 
for you. Note that If you decide to do It yourself, you 
wi I I be voiding your warranty. The choice Is yours. I am 
not describing the details here to protect the hundreds of 
you who would do something wrong, thereby breaking their 
drives. The speed Is adjusted Inside the drive by turning a 
small wheel on a "Pot", but many drives have this pot sealed 
so that If you turn them too hard they break. My pals and I 
found this out late one night In our labratory, and It took 
days to get a replacement partl 

If you find that the 
RPM from test to test, 
deflnately be brought to 
service center. 

speed varies by more than 2 or 3 
you have a problem that should 
the attention of an authorized 

-15-



ATARI DISKFILES TUTORIAL 

Many new computer owners are anxious to learn how to 
write useful programs for themselves . After reading the 
literature packed with the machine, the new owner Is often 
overwhelmed by the many technical aspects of using a 
computer. Since you can not learn any programming language 
overnight, a seemingly endless period of trial and error 
usually follows. A new owner Is often seen burning the 
midnight 011 and arguing with a defenseless TV or monitor. 

If he or she perseveres long enough, useful programs can 
be written. The new programmer Is now ready for bigger and 
better things. 

Assuming that a disk drive Is available and our 
"hacker" has had some experience with DOS and the loading 
and saving of programs, he or she Is ready to write some 
kind of database program. Now don't be scared off by a big 
word like "DATABASE". It just means you are going to save 
some use f u I I n for mat Ion 0 n a dis k for I ate r use. 0 u r 
examples will be simple, but the methods will work just as 
wei I for more comple x data . 

The data file may consist of a simple list of record 
albums for a start. When you have gained experience, you 
might want to try a Personal Finance System. If you are at 
the point In your programming career to want to keep 
records, or think you might be In the near future, read on. 

Start with something very simple. Don't try to write 
that Financial Package yet. Th e re Is a lot to learn first 
about file structure and I/O. I/O stands for Input/Output. 
Input Is data being read by a program. Output Is data being 
produced by a program. A file consists of one or more 
records, and a record Is an Item -w ithin a file. Records may 
be broken down further Into fields. We wi I I be using simple 
records containing a single 10 character field as our 
record, and create a sample 10 record dataflle. 

WHAT THE HECK IS A DISK FILE? 

A FILE Is a collection of related data. Files fall Into 
two major catagorles; Program files, and Data files. 

Each major section within a file Is called a RECORD. In 
a data file , each record may be divided Into a number of 
FIELDS. 
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For example, let's assume you had a data file of names 
and telephone numbers. The name could be one field called 
NAME$, and the telephone number could be a field called 
PHONE$. Using IOCB #1, these two fields could be written as 
a record as fo I lows: 

PRINT #l;NAME$,PHONE$ 

NAMES$+PHONE$=l record . A file consists of one or more 
records, and a record consists of one or more fields. 

The DISKFILE tutorial program demonstrates many of the 
common functions required In a simple database type program. 
By using the program and studying the program code, you wi I I 
learn how dataflles may be handled In ATARI BASIC. 

It Is Important to understand the terminology used here. 
CREATE means just that. In this case It means create from 
scratch. Note that the create rout I ne actua I I Y beg I ns at 
line 1000 and that line 1010 contains an OPEN command. The 
number 8 In that command means write only. If a file Is 
opened using this variable, and a file with the exact same 
name Is found on your diskette, the old fl Ie wi II be deleted 
automatically. 

Using option two, a fl Ie Is read from disk and displayed 
on the screen. This does not In any way alter the disk 
f I Ie. 

Option three Is used to ADD data to an existing disk 
file only. The term APPEND Is often used In this case. In 
plain Engl Ish, the term APPEND means, "add to the end of 
this fl Ie." 

Option four Is used to UPDATE the records of an existing 
file. This means you will alter, fix, or change a record. 
This procedure Is a bit more complicated than the others 
since we wi II not know which record the user may choose to 
update In advance. The technique used In this demo program 
Is known as Random Access Updating. An Index consisting of 
SECTOR and BYTE locations Is created and stored In an array. 
This gives us the exact spot where each record begins. 
Since we are us I ng fixed I ength records of 20 characters 
each, we can read a specific record Into a string, change It 
In the string, then rewrite the string onto the disk. This 
becomes a real time saver when many records must be updated 
In a large disk fl Ie. 
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Option five Is used to READ and display a specific file 
called the DIRECTORY FilE. This DOS generated file contains 
the table of contents of your diskette. This file Is also 
known as the VTOC or Volume Table Of Contents. For display 
only, this routine does the same thing as DOS option A. 

Although some error trapping has been bul It In, many 
possible error conditions are not corrected or fully 
explained by this program. Error trapping and human 
engineering account for a great deal of planning and program 
code. This Is not a cop out on my part. The point here Is 
to provide an example of dlskflle handling. Accounting for 
all possible errors could easily double the size of the 
program, making It more difficult to understand. 

That's about It for now. I suggest you use my program 
as Is, then experiment by maklngmlnor changeSand notelngthe 
results. When you're ready to write your own dlskflle 
handling program, feel free to use these routines. 

HOW FilES WAS WRITTEN: 

W~lle the rest of this package was designed to provide 
you with utility programs and related Information, the FilES 
program Is not a utility. It was designed to show you how 
to manipulate data files on disk . 

You may be Interested In using this Information to 
create your own data file handling program. The fol lowing 
documentation wi I I explain the various BASIC routines used 
In FilES, so that you may alter and use them in your own 
database programs. 

I wrote FilES using meaningful variable and strln 
names. look at program lines 100 and 110. DRIVE$ wll I hOI~ 
the disk drive number In a format such as "Dl :". FllE$ wi I I 
hold the filename you specify such as "TEST.DAT", and 
DRIVEFIlE$ wi I I hold the combination of DRIVE$ and FIlE$ 
such as "Dl:TEST.DAT". 
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For purposes of this tutorial , we will use very short 
data records containing 10 characters and use RECORD$ to 
store the current record. ANSWER$ wi I I be used to store a 
response from you, the user. 

The arrays SECTOR and BYTE wi I I be used to store the 
location of each data record on the diskette. DIRECTORY$ 
will store the records we read from the disk directory file. 

We setup our menu screen d I sp I ay start I ng at line 120 
and ending at line 210. At the end of line 210, we go to a 
subroutine which starts at lille 7000. This subroutine will 
be used whenever we need a sing I e -character response from 
the user. Before the INPUT statement, we make sure anything 
previously stored in ANSWER$ Is eliminated and POKE 764,255 
to Ignore any previously pressed key. In this case, we are 
waiting for the user to enter the desired option number. 

When we return at line 220, we set a trap to line 800 
which Is an error message routine. Then we store the number 
120 In the variable LINE, and the number 6 In the variable 
H I G H N U M B E R • The I a s t t h I n g wed 0 I n I I n e 2 2 0 I s put the. 
numeric value of ANSWER$ Into the variable NUMBER. 

I f the user entered a I etter I nstead of a number, BAS I C 
will give us an error condition because we cannot take the 
value of a letter. The trap to line 8000 will be activated 
and the error message from that II ne w I I I be d I sp I ayed on 
the screen. At line 8010, we go to the alarm and time delay 
subroutine In lines 9000 and 9010, then go back to whatever 
line number Is stored in the variable LINE. In this case 
that line number Is 120 . 

If the user did enter a number, line 230 cheCKS to maKe 
sure the number was not less than 1 or greater than 6, and 
line 240 sends us to the line where the selected option 
routine begins. 

Let's go through each of the si x routines beginning with 
number one, which begins at line 1000. This routine creates 
a sample data file consisting of ten records. Notice that 
we reset the value of LINE to 6100. LINE wi I I always hold 
the line number that may be used I ater by a GOTO LINE 
Instruction . 

Next we go to the subroutine beginning at line 7100. We 
will be using this subroutine often, so study It carefully. 
This routine gets the desired drive number from the user and 
makes sure it Is not less than lor greater than 4. Once a 
valid drive number has been entered , It creates DRIVE$ as we 
described earlier , and asks for a filename. This 
Information Is combined and winds up In the string 
DRIVEFILE$. 
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RETURNing to line 1000, we set a trap to line 9100 In 
case something goes wrong, clear the screen, and attempt to 
OPEN the file as specified In DRIVEFILE$. We probably 
didn't have to CLOSE #1 before the OPEN, but It was done 
just In case that 10CB was left open . In any case, It never 
hurts . 

Notice the operand 8 used In the OPEN command. It Is 
most Important that you understand the function of this 
number. In this case It means we want to OPEN a file to 
WRITE only. If any other file on the diskette contains the 
same filename, ATARI's file management system will delete 
the old file to make room for the new one. It Is therefore 
Important to remember that the operand 8 should only be used 
to create a NEW data f I Ie. 

Each of the other possibilities for this operand are 
demonstrated by this program. The number 4 Is used If a 
file Is to be OPENed to read only . 9 Is used to APPEND data 
to a file. APPEND means add to the end of an existing file. 
12 Is used to READ or WRITE and I s used for updat i ng an 
existing file. 6 Is used to OPEN the diskette's directory 
file and read It. By studying the FILES program, you will 
learn how each of these OPEN operands are used. 

The data In our records wi I I consist of ten characters 
that do nothing but take up space, and show you that we 
created a ten character record . The program writes ten 
sample records by using a? (PRINT) #1 command within a 
FOR/NEXT loop . We shou I d now have a ten record f II e to work 
with, (big deal). 

At the end of this routine, we GOTO 6100. This routine 
closes all 10CBs, sets the print tab width to 5, and 
displays the message, "PRESS RETURN FOR OPTIONS". This was 
done to give the user time to read what was displayed on the 
screen before returning to our main options screen. 

There Is very little difference between the routine we 
just used (lines 1000-1100) and the routine beginning at 
line 2000. Option 2 allows us to read a file like the one 
we just created. The difference I sin the OPEN var I ab I e 
being 4 Instead of 8, (read Instead of write) , and the lack 
of the FOR/NE XT loop. Since we do not know In advance how 
many records to read, we just set a trap. When we get an 
end of file error from BASIC, we know we read the whole 
f I Ie. 

The routine beginning at II ne 3000 is somewhat more 
complex . Here we will add to our data file. We OPEN using 
the #9 to APPEND, get record data from the keyboard, add 
blanks if necessary to insure a record length of 10, and 
provide an option for the user to add as many records as 

desired. 
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Option #4 is by far the most complex. This routine 
begins at line 4000. Here we OPEN using the #12 to 
READ/WRITE, and update or change records In an existing data 
fi Ie. First, we have to know the exact location of each 
record on the diskette. We do this by reading the fi Ie and 
storing the sector and byte location of each record In the 
appropriately named arrays. The NOTE command In line 4030 
stores our current position on the disk. We add 1 to our 
record counter, then store our position in our arrays. Then 
we input a record and display all available Information on 
the screen. Once we've read the entire fl Ie and we know 
where each record can be found, we can change any number of 
records without rereading the fl Ie again and again. 

To update a record, we just ask the user for the record 
number to be updated, and POINT to this record as 
demonstrated In line 4300. The only restriction is that we 
maintain our fixed record length of 10 pOSitions per record. 
When we PRINT our updated record on the disk, we wi I I simply 
be writing the new record where the old one used to be. 
This process is called random access updating. 

In your own programs, you can change the record length 
to as much as 256 positions, and just modify this 
demonstatlon program to store whatever information you 
desire. If you can stay within 80 characters per record, 
and you'd like a collection of programs written specifically 
to provide various types of data storage and retr I eva I 
functions along with sorting and printing capabi I ity, look 
into SWIFTWARE's (Swlfty Software's) FILEIT 2 package. It 
can be used to print I ists of most anything, address labels, 
and financial reports. I wrote It with the home user and 
small businessman in mind. 

We stl I I have one more option to describe in addition to 
#6 which Is used to automatically return us to the MENU 
program. Option 5 reads the disk directory file, and 
displays It on the screen. This tells us the names of each 
program and data fi Ie on a given diskette along with the 
number of sectors it occupies, and the number off FREE or 
unused sectors we have left. 

This routine, which begins at line 5000, Is very simple. 
The key Is in the OPEN command. The 0:*.* specifies disk 
drive 1, all flies. It could also be 01:*.*, but drive one 
is always assumed If the drive number is not specified. 
Those asterisks are called wild cards. *.* means all 
letter/number combinations before and after the period or 
filename.extentlon divider. The following are a few 
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possibl I Itles that could be used to replace the *.*, and 
what they would specify. See your DOS 2 reference manual 
for further Information. 
* =AII filenames with no extentlons. 
*.SYS =AII filenames with the extention .SYS. 
M*. =AI I filenames that begin with M and have no 
extentions. 
M*.* =AII filenames that begin with the letter M. 

The DISKLIST and MENU programs read this same fl Ie to 
provide their disk jacket label printing and automatic 
program loading features. 

Hopefully, the FILES program listing, this 
documentation, and the pages that describe how to use this 
program, combine to provide you with everything you wi I I 
ever need to know about the handling of data files. As with 
any form of programming, a little effort and trial and error 
on your part will be required to put this Information Into 
pract i ca I use. 

This concludes our tutorial on disk files. We hope you 
find the utility programs to be useful, and learned 
something about using your disk drive along the way. If you 
have any comments about this package, feel free to contact 
the author at the address I I sted be I ow. 

Jerry White 
18 Hickory Lane 

Levittown, N.Y. 11756 
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PROGRAM LISTINGS 

MENU 

f~g ~~~olnm t:c): .1.982 by Jerry; Whi-t: e [ 4 /4/82:.1 

.1.2: 0 FOR ME =O~ TO LEN CBS): : IF as (ME I ME> = .. II THEIN .JWS <ME .. t1E> =.1 

u: GO TO ..1.4. 0 

~ 30 J~=ASCCB$(ME,HE)~+i2a : JH$~HE .ME): =CHRS(.JW> 

140 NEHT ME;RETURN 
150 POKE 16.64;POKE 53774.112;POKE 710.1 4; PO K E 70a . 31;POKE 7 
09 . 172;POKE 711.90;POKE 712.1 44.R ETURN 
.160 TIRAP .1. '70: :I:NPUT UQ'!" J' P$ : II= P :$" (5 .• 08 :) <> ""FR EE·· T HEN 260 

.1. 70 POSITION 02 .• 06:? UU6; W I TOTAL FILES= · ·: POSITION 02 .. ,18 :? no 
6 : p$ (0.1, 04:) ; · · F REE SECTORS··:? 1=t06; LS; I F BP>06 THEN l>BP=<l6: TOP 

= BP 
180 IF BP( = 06 THEN DBP = ap:TBP=BP 
.1 , 0 BP() S ::: · ·~I6A:SIC DOS 

" . ~ SEL :=· O i : PN=t13:: GOSUEJ; .1:20 
200 PO:j.ITItOtt 06 ,r Q.1: '? n06 ; ""1'1 t::: IN' UW I : P05:I: YJ[OIN 0"7' .. O"7:? 'h06; I. 

210 POKE 5.0 . 60 ; POKE 0279 . 03 
22 0 IF PEEKC0279> = 06 T HEN R ETURN 
2 3 :0 IF PEEKCS40»:25 T,i EN POSITION t'l4,07: ? n:.oS; .. f:li2#¥-!5L. .......... iiIJJIIi3 .. : 
GO T O 2 20 
;2', 4 . 0 PO'SIT.ION 04 , U 7 ~ ? U06; ". 

2 1 0 
2 5 0 GOTO ::£20 

"': II=- PEEK <540;) = 03 TliEN 

260 R=R+01;POSIT~OH 15 . 06 ; 7 U0 6;R :OSCR_17 -16. R*17 ~=PS:IF PSc 
.1 _1. , .:L .t.:) =u ., TH E N BP = B!P+U.1: as (tlP-lE-n:a -7 , BP*OS); =IP$ C07 ... .10)1 

270 GO T O 160 
280 KEV=PEEKC7B.~;POK E 764.255: T EMP = LSEL ; LSEL=SEL: KEVS EL=01; 
IF KEV =3 1 TH E N S EL= 0 1: GOTO 650 
2'0 IP KEY = 30 TH E N S EL= 0 2 ;GOTO 6 60 

IF IKE Y= 26 YliEN "5E L=0 7 : GOYO 67' 0 
31 0 S E L = 04:GOTO 3 80 IF I< E ·.,· :.::: 24 TIHE~. 

32 0 SEL = S : GOTO 380 I F KE'V' ==2 9 .... IHE •• 

3 3 0 SEL = oa:GOTO 330 IF KE '''' co 2 '7 TUiEN 

3 40 SEL = 7 : GOTO 3 80 I F IK EV :::: 5.1 TWiEN 

35 0 SEL= OD:GOTO 3 80 IF K E'( =S 3 T WiEN 

3 60 S E L = 9:GOTO 3 8 0 .IF KE V=48 TUiEN 

37 0 590 L 5EL :=.TE MP : GO T H 
3 80 T R AP 40000;KEVSE L= n1; PP= PN -0 6P: C P = SEL-07+FP :GOTO 750 
.3: '9'01 ti l.:tnPtLI CS .1. -.7:GOSIUB Jl50:? ·U.06: ? n06;·1 'SE L ECT OPT IO N " :? U 

06; " ~1~...I;-"'~J]]Ij": R ET URN 
400 GRAPH IC S 18 ; GOSUB 150;OP = 100; ? n06;LS:GOSU B 410:GOTO 440 

4 .:1.. 0 PO'S I T" :[OINI n ~1 . .1 0 :2::? U(l6 ~ "'~~"' : P O SITI ON 5 ... U4:? U06 

; "~U·· : ? una; LS : POSITION 03.10;? U06; LS 
420 POSITION 0 2 .7; 7 U06; "1]L~t~iIill.NIr:;:G:": POSITION 02. '9:? 
",06; "~,,"iI:~" : R E TURN 
4 . 3: 0 P0 5IT:[ON 02.1 7:"? n06 ~ "~~:.liZ:.:J:;'IiEr:::" : POSITIO N 02.1"9' : ? 

no 6 ; • ·L\J!££I!II;¥':"T.~-L~';¥'·· ; R E T URN 
.40 BUT=PEEK(027 '~ :IF BUT = 5 OR ~UT =n7 TH E N G05UB 1050:GOTO 5 

00 
4SC IF BU T = 06 T HEN G05UB Q20:GO T O 4 7 0 
460 GO T O 440 
4 70 BU T= PE E KC0 27 9> ;I F B U T= U6 T H E N 4 7 0 
4 8 0 GOSUB U20; I F OP = 100 TH E N G 05U B 39 0 ; GOTO 520 
4· ~O GOTO 850 

500 I P OP = 100 T HEN OP = 2 00:GOSUB 4 3 0:GOTO 440 
510 OP = 1CO : G05 U B 420 ; G O TO •• 0 
520 IF BP = 0 3 T HEN 1~40 

5 3 0 I F BP>06 T HEN D B P = U6;TBP= BP 
S AO IP BP <= 0 6 T H E N DBP = BP :T BP = BP 
5 5 0 S C=I NTCBP / UU>+01 :5EL = 01;PN = 0 3 
5 60 S =PE EIKC 5 60~ + PEEK C 5B ~~ -256 + 04: 5 M=PEEK < S > +PE E K C S+01 > *256: J 



H=USRCAORCHCS) . SH+60.360) 
570 FOR DIS=O.:L TO 0 7 : POSITION f.t4 .• t>I'5*02:+(l2:? U06; DIS; II :;: I I; BP 

r.~$ (D]:5*0:8 -7 p DIS*08> : NEXT 1) :[ 5 : POSITION f~4 o,04-:? UQ6 .• "'[E'" 
580 FOR OIS=04 TO OBP + 07 :P N = PN+01 : POSITION 04.DIS*OZ+0 2 : 7 no 
£j. .; 1)]:5:: .1::: II: B$ (PN*08 - 7 .• PN*(~8> : NEHT 0 :[5 

5'0 BUT=PEEKCOZ7') :I F BUT =0 6 THEN GOSUB 020:GOTO 740 
600 IF PEEK(764)<>Z55 THEN 28 0 
610 IF BUT = 07 OR BUT= 5 THEN 630 
620 KEVSEL = 03:GOTO 5' 0 
630 LSEL=SEL:SEL=SEL+01:IF SEL=OBP+04 THEN SEL = 0 1 
640 IF SEL>07 THEN 710 
f,50 IF SEL=01 THEN POSITION 04 , 04 : 7 "'06; "[,18 [!I;r.:IL~I3" : POSITI 
0 ... 04 .. 1(.t6: ? UQ6; "2 = a ... ' SIC · 1

: POSI.T :[ON 04.08:? UQG .; "3= DOS" 

660 IF SEL = O:2 THEN POSITION 04 .r 04: '? ~Ul6: II ;L = CONTINUE " : POSIT :[ 

ON 04 .• 06: 7 "'06 .: ",2'13 [~~'1<=0{!3": POSITION 04 .,08: ? '0<06: "3 = I>OS " 
E~70 IF 5EL=(.t7 THEN POSITION 04. or Q4: '? :hOG = " .1.= CONTINUE,I: POSITI 

ON 04· ,r 06:? HOG;: . 12 = BASIC" : POSITION 0 .... . ,08:? :J.""J:Q6;: "'gE I~l" 
680 IF KEVSEL THEN 800 
6'0 IF SEL=01 THEN FP = PN-I>BP:LP=LSEL-07+FP:CP=SEL - 07+FP:GOTO 

7;20 

700 GOSUB 1080:GOTO 5,0 
710 FP=PN-I>BP:LP=LSEL - 07+FP:CP =SEL- 0 7 +FP:IF SEL = 04 TH E N POSI 
TION 04.08:? UQ6 _. "'3 = DOS": :l:SEL = 52 ... . t.2.8: GOTO 730 

7:2:0 POS :[TION f.t4 .. LSEL*02+0 2 : ? 1::1:06 ; L S EL; "= ": B$ ( LP*tl8 -7 r LP*a8> 
:ISEL = LSEL+4'+128:IF SEL=O~ THEN GOSUB ~e80 : GOTO 5'0 
730 PO "S. :[TION 04. 5E L"* 0 2 +Q2: ? :t:a:Q6: GHR$ CTSEL) .~ uEIII· ·.~ .. H,,,$ (CP·)oE-08-7 . 
CP_OS) :GO SUB 1080 :G OTO 5'0 
740 BUT = PEEKC027') :IF BUT = n6 THE N 7 40 
75 0 IF 5EL(04 THEN GOSUB 020 : GOTO 800 
-;;'f~O OOITS ='"OJ..: II : TRAP .1.160: I>O :[TS <L E N CD OITS ') "'- 0.1_} =6$ cepioE-08 - 7 ~ CP 
_08' :GR~PHICS 18:GOSUB 150 
,'70 POSITION 06. O ~': '? ' .. 06; "[!![!l"I':I!:!I:::["l": FOR LI> = (LL TO LEN (I>O I T$) : I 
F I)OIT$ (LI>", L() :) =". I. TliE:~ N POP : GO TO 7'9 10 

780 NEXT LI) 
7'0 HH = 10-INTCLO / ( 2 ) :POSITION HH .S : ? U06:I>OITS:RUN I>O Z TS 
800 IF SEL=02 THEN ENI> 
810 IF SEL = 07 THEN I>OS 
820 TBP=TBP-06:IF TBP<=n3 THE N G OTO 520 
830 IF TBP> = O& TH E N I>BP = O&:GO T O 5&0 
840 I>BP=TBP:GOTO 560 
850 TRAP '40:GOSUB 1130:PR = R:SP = 03 : SC=03 
860 IF PR=03 THEN '40 
870 SC = SC+01:IF 5C ( 10 THEN PR = PR - 01:SP =S P+n1 : 7 "'06:7 Un6:!>$( 
SP*17-16.SP_17) :GOTO 860 
880 I F SC=03 AND PR=n3 TH E N '40 
a,e PO SIT ION 04. ,22: 7 "'06: "L~~~g-;r.;n_ijl" 

'00 IF PEEKC0 27') <> 06 THEN '00 
~~j_ O GOS LIB 0 20 

92 0 IF PEEKcnZ 7' ~ = 06 THEN '20 
'30 GOSUB 020: 5C=01:G05 UB 1130:GOTO 860 
~ •• 'O POSITION 04.22: 7 '0<06: "r:;;JU_~~~-£l{;ni"il" 

'50 IF PEEKC027,)< > 06 THEN '50 
'&0 GOSUB 0 20:G OTO 1030 
970 REAl> 01 . 0 2 .03.04 . 0&.07.08 . 0 2 0.027' 
'80 I>AT~ ~.2.0, •• 6,3 . a.1110.53Z7' 
~~"9'O [> :r.:H 1)$ ( ~Loa8) "' p$ ( 2 0) .r OP~~ (21[t) • L$ ( 210 ::; • 13PI)$~ (24) ..... ,w~;.;: (5 _1. 2: :', B$ ( 

!S.J.. 2.) .' [)OIT$ ( ~L.1) "' H C$ (4 2) : L$ ::: I·""'I!""!zm"mgPr,?_===paar.:!!P5FP=,!,, ~ · 

1. 000 Me $ = ., h h:lr~h:'W"3h:'l::lh::1:"J;'r..JIII ~J~_~rr;Tlli[II,!]o/l~'''_.IiJ .tiilJ!llil"'n3. " : G RAP H I 
es .1.8: (i OSLlB .1~~O:CLosr~ :t.1:Qi:QP E N Utl.:L.Oif"~.03 . '·I:~:* " ·JoP·:? «06;L$ 
J _010 PO SI TIOto. 06 ,. 0 _1..: ""? :t:tQ6 ; •• ... t E N U": PO S IT T ON 0 7' . f.t -7 : ? u .nfi; "(;"l;~ 
"'T~Tf::Ji~;-.I[TI:£"'-::-1iI3·· : ? ·t:I.nG; L$ : PO I< E 5:fJO. 03" : POKE GS. 0 _1.. 

J .. 020 POSIT :[O Ito. f,l!:2: .• O(;' : ? ·H0:6 .; ··I-l.I::: .~.[)I. H G f '":I: LE "' ; : GO~5-Ll B .1..60: G0 5 IJB Q2 

o 
1030 IF PEEKC0 27'> = 0& TH E N ~0 3 0 

~040 GOSUB O ZO: GO T O .00 
1 .. 050 11:;051.18 o ~.?· n 

-'_o60 BIJT =PEIE .( (f~27 '~;:;' : -(F BU -I ' ::; 5 (~Itl BI ~ T = 0 7 TU E N ~i.060 

J _070 nETUf.tN 

J _080 POK E 54.0.20 

10'0 S = P E EKC 5 40~ :IF S<> 0 3 TH E N S OUN I> 03.5EL- Q1.0 2 . S/ 0 2 : G OTO 
.:1_051'0 



1100 SOUND 03.03 . 03 . 03:R ETU RN 
1110 SOUND Q3,102 . 12,OS:SO UN D 01,51 .1 2.0S:PO~E 027'.03:S0UND 

02.03,02 . 0S:S0UND 07 ,01.02.0S:POKE 0 27 ' .03 
11 20 FOR S=03 TO 07 : S0U N D S . 0 3.03. 03:NEXT S :RETURN 
1 . ..:L:!:O GRAPt-'ICS ..1.7: GOSUB .150!? #06 : ? #0.6: II ~!l...~'"! "5 
e:::::Q3:RET URN 
1140 GRAPHICS 03 :? '? THIS P ROGRAM REOU I R ES THAT BASIC": ? 

•• ,.. . PROGR AMS HAV E NO F--XLE E XT E MTION 5 . II 

J .. .1. 5 0 ? : ? II NO BA 5 ~.rC PROGR.~H"5 ""ERE FOLINO ON"':? :? THIS I> 
l :S I(ETT E . II : ? : E ND 

_1 . .1.60 Gl*...tAPH Ie5 .1.8: G05UB ~L50:? t:t: Oif~:? :I:f.06:? 1:*06.; "' I ..... AS UMAB 

LE "': ? :1.-.1:06: "'1' :1:1:06; II T O LO .~M) I.:? UQ6:? :t..f.06 .;: II I I .; DOJ: T$ 

117 0 F OR JW = 1 00 TO 255 : S0 UND 03.JW.10,OS:SOUND 01.JH-02.10.0 
8 : N E HT JH: S OUND 03.03.03,03:S0UND 01 . 0 3. 03.0 3 : TRAP 40000:GOT 
o 400 

FORMAT1 

o REM Cil!ra;:r;1Uf.] (C, .1. 982 BV J E Rr..rV I-"'-I:£T E (D IS K F ORMATT I NG UTILI 

T ... • AND TUTORIAL) 
1_ REM 

, R E M ~~J@EJi:"TI~1}L·~:~H(;l:"J~_m:~,j(._;_ ;Fl::JfU.~:lI£oCH:i":~Jo.it~]I.Li" 
~!Jf..:ra;--{~:. ... 
10 GRAPHICS O : SETCOLOR 2.0 .0:PO~ E 82,2:POKE 83,3' :POK E 201.1 
0: POk E 752 . _1 : ? 

20 ? • " F ORMAT DISK ON DR . .:L"':? : .... ~ II PRESS S TART WHEN R 
E t_DV • I I : C;OTO ifHl 

3 0 REM ~"iiE[[l~!{m.11}~'C:£"'''r!:r>l!'l3i;~'':liiIT[!!IIII[iiIT:HY,]'--.1I:::I'':'IIIIIIIi:iI[~::-__ ~;1i~m:mL_n~il 

l:T~IJ:ialllij[j'ft 
4·0 F=F+ ;l: ? C HR$ ( ~L25)' :? :? . '~ : ? ,_ "FORMATT :I:NG DISK " ' I .; F 

SO T R t~P 2: 00: H:t:O 2 54. U;L .• {-II .• (II • "I) ~ : •• : TRt,P .... 00100: ll:EH ~""_~~_:~I.-:-.!t.~],.?G_;~ 

~"iT<lIi:~:.l;::r;lLili:-fl~:rfl 
S5 POK E 6€., 1:? CHI"S ( 253) : POK E 66,0 : RE~t 1::'~~::.I.":'JL~}13:!'[.w:-~:n~:lID 

R.1[lI.!-:DI:l!(illm 
.t~ 0 ? , "DISK FORMATTED": "? : P OKE 77, 0: REM 1}>-~.flJJ!![~~_1r~:J:r[§~~:H~ 

[!_Ci:Ii:-~:-::r;l:!I:illlln;m)~ 
70 ? II PRESS S T~R: T TO FORM~ T ANOT HER OTSK": ? I. PRESS OPT :[ON 

TO E N[) TtlIS PRO GR( ... H·· 

80 IF PEE~(5327'>=6 THEN 40:REM INSTANT R EPLA Y. 
'0 IF PEE~ C S327' > =3 THEN 3 0 0 :R EM THAT'S ALL FOLKS . 
. 1. 0 0 GOT (0 SO : R E M mIr:;1i:-IC!ITr:;]IIIC:F[::Ji~~~li:ilLll!];D 

1. 80 REM (;:IIMli}.~[~'III.j_m"'JII5.."I.~-"':'''::-.-!!I!"I:I.~Xiifu:.n::Jiiu:];;:r;'I .• J[:) 

G1:!l~!l!l'£r.~ 
1. 90 R E ~t [;TIIi:IlI:_II'"A:j[;r:,JJ;i["!I:::r"llll!i:-lI:a~}.lu:;;.r,r.w:~i:"i~"£~:::_.~"1f"::oOJ:;"'''£~ 
1. ' 5 REM ''E~::fi..'T"IIIII[;:(I~JU_::P.tn;l'EM:iIC~-'I~''':iI"',:g:::IIiiI[;-r.::.-o[n:'W}r:E 
"J~I:liiI:ijlllf;:'III[IT: 1 
:Z OO "'? Ct-.r.r:$ ( 25:'~ ) : ? . "';; " I WA5 UNAE~LE TO F ORMAT l ·' HAT DISKETTE" : 

? 

2: 1 .. " 6'" D = [~ A I> + 1 : F '" F - 1. : GOT 0 7 0: I< E M ri[:J:"IIIII:!!I.3',J;'''lJ:r~.!i~~'1H1"!!III[ii:[nl:;;:r;]j"j 
~~0 9 ? CHR$ (,1 25 ) : ? : '? F; I I DISKS FORMAT TED ":? :? "LlNt .. BL E TO FO 
R ... 1AT ";: BAI) .;: II DISK (5) II 

" 1 0 RE M "'Y;};'_]I::r.'X_::::I3III(;1.rfl11;;I~:!!I€:€!:r13:;_'-:-.:::[§[~JIIL.""G]i.JllJilllI[i![m~::TEIIIII0:.'I::.':i[il!l!Jl 
[;r.:~(3i:il 

~r.2 0 '.~ :? EN I) OF P I:tOGllf-,MI f'- ORMAT .1 " : ? :? " 

'S AN ·( IO(EV FOR ... 1ENU· ' : POKE 76 4 , . :255 

33 0 IF PEEK(7641=255 AN I> PEEKCS327,> = 7 THEN 330 
~;: 4 · 0 POKE 76" .~ 255 : I·~UH " l): MENU" 

PRES 



DXBKLXBT 

1[11 REM n~-cr~ 4/2/82 Cel ~L~82 b!,ll J el- r-~ Whi"'te 

~~O GR~PHICS O:POKE 7S2.~:SETCOLOR 2 .S.0:DIM A5(40).DH5C40), 
F5 C.LO) • B5 (40) : BS C: ~) = " ": B5 (40 ) =" ": BS ( 2 ) =B5 C~) 
.1. 2 fj ? •• "' ..... "" r:==::::... __ --=:="iI'. :? •• I ~_~ __ 
l:~I":? •• 1 ==- _ --I" 
~22 FOR HE=~S TO 0 STEP -0 . 2 : S 0UHD 0 . S~.~2,ME :HEHT H E 
1.. 3 0 ? ~· ...... ..a..Thi s p l-~09Pa"", w i 11 prirrt a diske -t"t:e " 

1. 4 .0 ~> :? . I d i I"~e c -t 0 I"" !,J -t h a"t 1o'\ .... "II!,II be at-t ached -to a"' 

l . 5 0 .. > :? •• cl i s: k j a c Jr. eo -t • Ins e.-" .'t: ~ 0 u,.... dis k eo"t teo" .. : F 0 l::t ..... E = J.. 5 TO 

o STEP -0.2:S0UND O , ~0 2 . ~2 . ME :H E HT H E 
1.,60? :PO I( E ~"52 .pO:? " ' "t h e n -tYlPC:~ "'the d ... ~:ive nUMber 'M ; :TRAP J.20 : I 
MP UT DH:TRAP 40000 
J . 80 ? I·~""''''''''' ·,"T ''''PE til HEADING II> E NT:[FICATION LINE ........... : INPUT [)N$ 

:'i!~ OO F$ := "l)llI: F:<';>' ( LEN (F$) + ~L> = STnS (DN;~ : F$ CLE N (1:::;$) -41- .1.) :::: ' ": *.*"' : CLOSE 

U1:TR~P 600:0PEH n 1 .6 , O.F5 
~~ 02 TR:(4P .:L OOO:CLOS E: U2:0PEN :I:J:.2: . 8~O,"P : · · :TRAP 40aO{t:? 811'1i ................. 

I.~ .. ~··:POKE 7S2.~:? 
20 4 LDH = LEHCDH5) :IF LDH = O OR LDH > 33 T HEN 208 
206 T RAP 2 08 : J W= INTCC40 -L DN)/ Z ):PRINT n2 ;BSC~.J~~~);DNS:TRAP 

40000:GOTO 2~ 0 

20 8 PRI NT 1:1:2 ;: " .. ; [)NS 

Z j .. f ; PR:I: NT #2 :',? U2 ;" FILE~ EHT SEC FILE E H T SEC": ? 

n2 
220 TRAP 2S 0:C =C+1:SETCOLOR 4.C . 8 : IHPUT Ul.A5:IF LE Ht~S)<S 0 
n t~. $ (~," 8) = "" F R.EE "' TH EI..., ZSO 

~! ~~O ? :I:.J:.2 ;·' •• • 1-11$ ;: : C :=C +1: SETGOLOR 4 . c" a: INPU T t:t:J.. .~ AS: IF LE N (,~ $ 

.) '(~5 OR A~~ (~5." 8:J =~ ·Fr.j: EE·· Ttl EN 250 
::i~· .tlI.O ? t:r. :2:;: II II .; AS: GOT() ~2.20 

;.~ ~~O ? 1":J2: '? :l=1::2 ;: '~ I I.; (..$ ( ~t. " 3) ;:" F REE BLOCKS .~U~ :[LABLL=:: .· ·: F 

OR 1 = 1 TO 6:PR1HT U2:HEHT I:CL O S E n2 
:Z6 0 ? "~"""~ ',""""': SETCO L OR :2: ~ .:lS ." o :? II 

PI" 
:2. 80 ? :? 
2 ~O .? :? 

PRESS tITJJiTi£ir:l FOR MEHU" 
PRESS 0i:;;r:;r:~iJ8I TO RERUH" 

300 IF PEEKCS3279~ = 6 THEN RUN 
3~LO IF PEEK (5 32 7"St:) = 3 THEN ? "'~ " : ? : ? ~ ··LO.~[)IHG MENU • • 

SOO:ilUH "D:MEWU" 
~r.:2: 0 GO TO 30 0 

5 00 ? •• I"a"'"" ..... ~~ 

O :NEH T ME 
5 ~a ? :? PLEASE :[ N ~iERT til DISKETTE INTO" : ? : ? 
"~E: .... n .XeH CO N T AINS T .... E"" : "'? : "'? II t-tEHU PRO.:if,tf-.M " I I 

S20 ? " ","",""," P R ESS 1i'1ij[;T:~li] ~UH: N nEt .. >"" 
'S3: 0 :(F PEEK (S~1j:279) = 6 T H EN TRAP 500 : RUN " '0 : MENU" 

!!.:~ .... ·o tf.iOTO 530 

TRAP 

t>r.tIUE 0 

to 0 .. Tn A P 40000: ? •• "; "'" "'" ... "'" ':-.[.E:UTIIf;]:::uiiMIEi[m:Jl!lj· ~:::r:;:i·iill!(ili:~r.£~!lfif3!IM·· : F 0 
R ME=l TO SOO:HEHT ME:RUN 
.1 .. 000 ? l ·fliG:\ ..... ..a.~+ ' · OUR PR :[N Tt::: R I SH ~ T REA[)V" I : ? : ? PRE.5 

S ~i[;'L;~:(' •• H E N RE~i>" . 

~OjO I F PEEK CS327') <> 6 T H E N ~010 

~020 GOTO 20 :2; 

AUTOBOOT 

hite 
.1_.101 o :.£ ... t A S < _1...:23) , FN$ ( ~l 4 ) : FN$ = · · I).:L : .::' UTO r.tU N ~ SVS · ·: GO TO 280 

~20 FOR ME =~ TO 88:READ I T:PUT n1 . IT:HE HT ME:RETU RN 
130 FO R H E= l TO 20 : RE AD I T:PUT U1 . IT : HEHT ME : R E TUR H 
1& 0 FOR I = l TO ~23:nEAD D:1F I = 64 THEH PUT Ul , LEHtA5)-1:GOTO 

J . 60 



.1. 50 PUT 1:J ~L .• 1) 

~ .. 60 NEMT I 
1 70 FOR I=LENC~S~ TO 1 STEP - 1:PUT U1,~SCC~$CI,I» : NE M T I 
130 PUT U1. 255 : PUT U1 .255 :PUT U1.226:PUT U1,2 : PUT U1 . 227 :PUT 

U1,2:PUT U1,O : PUT U1,6 
.1."9'9 ? :? II GLOSING "; FN$ : CLOSE S:l.i : POKE 8:2 " :2 : POKE 83 .• 3'9' : ? : P 

OKE 7S2 .• a:ENI> 

20 0 D~T~ 255.255.0,6,5.6.169,148,141.197.2,96,255 , 255.226,2. 
:ZZ.7' .. 2 .• 0 .• £~ 

2 10 D~T~ 255.255.0.56,75.56,169.80,141.0,3.169,1.141.1,3.169 
,63,141. 2, 3 , 169,64 , 141,3,3,169.5,141,6 
22 0 D~T~ 3.141 , 5.3,169,0,141.4 . 3.141.9.3.141,10,3.141,11.3,1 
69,12,141,8.3.32,89.228.16,1.96,162 
23 0 D~T~ 11,189,0 . 5,157.0,3,20 2 ,16 , 247,32,89,228 , 48,6,32, 6 ,5 
,108,12,0,96,226,2 .227,2 , 0,56 
240 O~T~ 162,0,139.26.3,201.69,240,5.232,232.232,208,244. 2 32 
,142.105,6,189,26,3,133, 205,169.107,157 ,26 ,3 ,232,189 
25 0 D~T~ 26,3,133,206,169,6,157,26,3,160,0,162,16,177,205,15 
3, 107 . 6,200,202,208 ,247,169,67 .1 4 1,111,6,169,6 , 141 
260 D~T~ 112.6.169.10 . 1 4 1 ,106 ,6.96 , 172 . 106,6,48.9.185,123,6, 
2 06,106,6,160,1,96.138.72.174.105,6,165.205,157 
270 D~TA 26,3,232 . 165,206.157,26.3,104,170.169,155 , 160.1,96, 
0 . 0,0.0.0,0.0,0,0.0,0,0.0,0,76,0.0,0 
2 80 GR~PHICS O:POKE 710,144:POKE 82,l:POKE 83.38:POKE 201,10 
: '~ • 'j " r;~:L'-m:::..r.;-ji~IE[:UI.3IiIf:ilIE0::P[:'~~!lB'· 

:2 '0 ? [iXi.~r.l~TI''l:im:::II!I?3'' : ? : ? [f.(f.;[~J:;Y-C~~f~~:riJ.iljik. 
[lCG'J'lIIi~~' , 

BOOT INTERF.~CE ev o ... ~ N) ?"; : GOSUB 360 

[~'f::iiil~ __ !i!l.-.:r;;:I:;]:::~:lD" : ? : IN PUT .~ S : PO K E 752 ., 1 
~~ OO "')- :? 

~~ iO "'? :? 

~~ 20 '? :? OPENING II ;FN$:C LO SE 1:I .t.:OPEN U.:L .. 8.0 .• F N $:? : ? II CR 

E:: t.TIN~:; "; FN$ 

33 0 IF 600T850 THEN RESTORE 20 0:GOSU6 130:RESTORE 210:GOSUB 
.J.2 0 : GOTO 350 
3 40 RESTORE 200:GOSUB 130 
3 50 PUT U1.255:PUT U1,255:PUT U1,O:PUT Ul,6:L=1 23+ LEN(~S>-1 : 

PUT UI,L:PUT UI , 6 : RE5TORE 2 40:GOTO 140 
:=;6 0 POKE 7 64 .• :2:55 

370 IF PEEK(764) =2 55 T HEN 370 
:::!~. ao IF PEEK (764) =43" THEN ~# .. ' ..... : BDOT8!50= :L: POKE 764.255: RETURN 

~~ '5'O IF P E EK C 76 4) =3 S TH E N ? "·W"': BOOT850 = 0: POKE 764,255: RETURN 

4 .00? :? :"'?" • • PLE~5E TYPE V OR N?··; : GOTO 360 

500 ? ur:..l ...... I WAS UHt:liBLE TO OPIEI~ ~UT"ORLIN . 5V-S·· : GOTO "900 

600 1.1" • • G.1.j.. .... ERROR WHI: LE wnIT :LHG &:~Ul· ORlJH. SVS H
• 

9'00 ? :? ~ ··ERROR NUMBER 0 1 ; PEEK (.195) : POKE 20~, B:? : ? , uPRESS 

(iTIH~~r.:J TO IRERUN"u :"? ~ · ·PR E S S ~.flI:. FOR DOS··; 

91 0 IF PEEKC53279>= 3 T HEN RUN 
920 IF PEEKC5 32 7~>=6 THEN CLOSE «1:005 
9::-J: O GOTO "St.10 

.1~ to GOTO 5 .... 0 

1.:2 0 I-l::Etot 

.1. ,3: 0 REt-t *~ 

.i. . .... ·o R E ... " 

:INSPECT 

.:t'S o F OR H = t:II TO B: IF SE c .S eH.H) =G I-IR $ (.1 5S ) TH E N? · ' 

j f"dJ: ? SEe. $ eli. ." H) : 

j7 0 N EMT M:RETURN 
.:I.. t]:o REti 
1. '70 " E ~1 *"', [""~"I:lI:~;Y;tilIl;;r'i;:I;-;r'r: IIIJ]lJr§{~lIIU·iili1,r;r,'~:iII:::.I ..... 
20 0 R [7 1M 

: GOTO .170 



21 0 FOR M= A TO B.BVTE = A SC< S ECSCM.M» .HM =I NT(BVT E/16)+1 . H E M=B 
VTE -16* (HM - 1)+1.HEMS(1. 1> = H E MST R S (HM .HM) 
22 0 H E M S (4 . • 4 :' = HEHSTR$ ( H E M.¥ HI:;: X) : ? li E H$;: NEXT H: RET U RN 

230 REM 

2 40 R EM ** ~:::~~TI1i .. ~~~ ....... 
250 RE~t 

2 60 POKE 7 64 .255' POKE 8 2.2 ' ? "~;". ' .> "~1iII1[ii1~_ijli~~·1I{31.1.1III[§[:]j~'3 

._:'::~Y+.i"l" • ? 
~~-70 POK E-: 77'90 • . 1. : FOR L OOP :::.:L TO :a: : POKE -778 ~ :1.0 4+ I _OOP ~ TO ::: 1J5R (~I} R C 

c :rO$ :) ): 
2 BO FOR E NTRV = 1 TO B.STATES = SECSCE NTRVM16-15.E N TR VM16-1 4) .IF 

STAT E S- ::: ·· •• •• TH E N 3 ..... 01 

::;!~'9' O IF STATES ( :L" .:L) = .. ~; .. THEN '? "I) " ; : GO TO ::'~ 2. 0 

3 00 LOCK=A5C (STATES( 1 , 1» .LOCK = LOCK-I NTC L O CK/64>*64.IF LOCK) 
=3.2 TIiE~ N ? " L II;: GOTO 3:2.0 

~~ .1.. 0 ? 
~~:2 0 ~? 8*<1-00P - _1.> +EtoITRV ; I ...... ; SECS CE .... ..- RV*.:L6-.1. 0. ENTRV"*;L6) .~ I . ..... ; 

~~30 ? ~sc (SEeS (ENTRV* .:L 6 - ..1..:2) +256*ASC (SEeS CE NTR .... ''* .l6 - .:L :l» : II ~ •• ~ 

A SC ( 5 ECS ( ENTRV_16-14~>+256*~S C (SECS(ENTRY_16-13» 

340 N E WT E NTR V.NEMT LOOP. GOTO 750 
3 50 I::I: E M 

;,-; 6 0 R E H ><->< L~-:l';'[.j"_'1::J..~I-~iiI.iITI.:' .... "" 
370 R E M 

3BO PO K E 76. ,2 55.G05 UB B 20:POKE B2 . 1 
<;90 ? • • .. ~IiIi:i(j]::..::-.HI.El3::1 "; NUH .? • IO = U5R (AI>R (G ~ro s» • :[1" eo= :I.. T li E N 

POKE - 7 66. ~L 

'" 0 0 ? • ·r.;~'~OIi:i[~rlllGlII~Ercr:mI;.,aT~'I!.l£"·":IIF:"lI!:!I'·"lI?'''''f:lE~''lE''f';Y''~--;Y'F-~j" .? • ·1.~II!UIMI![~¥l 
!:·!ffl:'l".;r~ 5';rilL!p~;I:!f~~r'i'~;.'~X':FJ~;r;;::;r.: [:'~i'",J'J; :~~ .• 
410 ? " : .~=1 .B = 32 . IF C = 1 TH E N G05UB 1S0.GOTO . 3 0 
.t.I1·2: 0 (;05IJE~ 2:~I. O: 

., 3 0 ' ? . ? . ? .? . · 1"1!~0ij~~:,~~E<;~ij<:~f:'CI:!:·L~I~·![:r:;.!:~!b'F.1fil'i-"J!'l'-I!:lfi"lil}'L"I::1· · . ? "111 
~£§~If;{''''ITn!''''~·!E~~;(''U~~·!F'¥:r::PI~''~;r'J'l:;:I!~.l· • 
4 · 4 0 ? u _: : A =3. 3 : B = 64: ],~ F e=~l Tli EM G05 L1B .:L5 9: GOTO 46 10 

~· 50 ~;0 5 U fJ 2.10 

.... 6 0 ? :? .? :? "[~li~o!iI~lIlI[:"'I~~'I:-"U~I.'..ir..,y..,y~~r;:lil"lll'iliIiJ§~J;f"'A':~~)": ? ... 
~~;[E;n:'B:~~.;.i'~~lr_l:."V:IF..r~H!~.¥.:c_\',· · 
470 ? " •• ~ =65.B=9 6 . IF C = 1 THEN G0 5 UB 150.GDTO 490 
.'BO GOSIJB 2 .1.0 
4 90 ? . " :? : ? "[!li~il:il3:::_I!IIl!:II£.:iJ'_"'X!~:.~T!II.:."X":£iI'.~'L1£!F:¥."_~~"I!I!:~" 
~;O 0 " • ·_i.I'~~:Ii:m:~u:[mli~...£~'E'£.-F'£,f'.,F.,fg·· 

S .... 0 ? • · iiill_lliii.![I'I';l~;[i:[:~¥r,F['i'<Ifll!III!:!F'~'l:E{;-:'Ei''''~:!f'Ei:JF,~E.i ' · 
s z o " J- • • ; ; --. = 97 : E~ =.1_2 a; IF G =~L TliEI ... G 05l1 B .1.'50: (;OTO 5 4 · '1 

s~r.: o G05LJ[i .2.~l.O 

S40 POKE 7 66 .0.? .GOTO 750 
S5 0 D~, E t1 

S <. 0 n E' ~. .. .... , 1~~::'{;'G:[:~:,I'!III£;i[~J":" . .,,,,,, 
S7 0 n E H 
sao POO(iE 7(,. ...... 255 : "("nAP sao: "':~ .q~ ' M : ? : ? E: NTEn F:[LENAME " ;: 

INPUT U SE RS.FILES = I>R IUES . FI L ES CL E NC F ILE5>+1J =US ER5 
59 0 TR ~ P 690 . C L OSE U1 : 0 P E N U 1 . •. 0.FILES .COUNT = 0.SCOUNT = 0.POK 
E 201.1 0.POK E 8 2 . 3. PO~ E 83 . 3 9.1"1 AG = l 

600 POK E 752;: ~.:L: P'OKE 7 66.0 : ? "",": pot< E 7 £~ 6 ~ .:L: ? •• ~-~~i.:_IT;:·[! ... ll 

r: .... rr::...:::IIIIiL"!fl~Ir~IIIJ_3:rr;]:::l· • 
610 GET U1.B VT E . C OU N T=C OUNT+1 .SC DUNT =S COUNT+1.HM = IN,(B Y TE /16 
)+1.H EH = BV TE-1 6*<HM - 1)+1.HE M5(1.1> = HEMSTRS(HH.HWJ 
if~ 2: 0 Ht.:::,.t~~ (4· . 4 ,) ::.:: tIEH 5Tf".I:$ (HEX. NEX> : ? I I ": eOLfNiT " Ef. ~(TE. H EH$ ( :L • . :1_ ) ...... E 

MSC4 •• >; .IF BVTE=15S THEN BYTE = 32 
": CHR$ (B VTE ) 

6.0 IF SCOU~ T= 20 THEH G05IJB 1230.SCOU H T=O:GO T O 600 
6 50 GOTO 6.1.0 
t~611 Rl':. ... 1 
t; 7 0 R E ~t ,.,.... [~T~,,:;;g3·'1Jl:iT;~! .><,><. 

f~80 1R1-:: M 

6 ~~O POK E 66.0: ER RO..-:l: := P E E: K (L '~5) : IF E f.t r../' or../: =~L ~~ 6 Tli E .... ";;0 . ,~ • "E Nt:. 0 

F FIl. r-:: ·· : '? . ... '" : GO"SLiB 7'5 0: ..-.tUN 

,' 00 :(F E_RRO r.t ::: .:L -7 0 T .... E I.. ? : "? • "IF ILE NOT FOUI"'I) ~ ": ""-1' : "? : t; OTO -75 0-

7.1..43 "? : ? ." E RROR ·· :E ~"ll"".to n ;·· ,~T LJ.~ N E ·':PEEK< .L B6) ·" PEE I« ~ln 7 ") -JlE-25 .:. 

~~.. :? : _':'0 TO 7S0 

72 0 REH 



,'40 REM 

760 IF PEEK(764)=255 THEN 760 
770 IF FL~G THEN RETURN 
780 POKE 764.255 :GOTO 1040 
,'90 REM 

800 REM *'" ~~l~J(!r:lII::I!IiliE!{:-::IIIfi_:ii['TI:I;r;]j] ** 
810 REM 
820 TRAP 820:? :? TVPE SECTOR NUMBER IT'{3fi!TIL]"; : INPUT MUM 

:TR~P 4-00910 
830 NLlM=:["NT (HUM> : IF- NLlH<:.1.. OR. NLlM>720 THEH ? :? , ·"[E[~~. ____ ::'.H.t~ 

(!:.n:!:I" : GOTO 820 
'" 4 0 ? :? "iJIo~~:!IIII-"'T:W3:::r;TI.[;:ro£~.~:;:.tili'-:.-:li[IT:Ia~:]}:1TGJ:"" .;: PO K E 764, 2 
!S5 

850 L~STKEY=PEEK(764) :IF L~STKEY=255 THEN 850 
860 IF L~STKEY=31 THEN C=1: G OTO 890 
870 IF LASTKEY =3 0 THEN C=2:GOTO 890 
880 . ~.1" : GOTO a ..... a 
890 POKE 778.NUM- INTCNUM/ 25 6)*256 
900 POKE 779.INT<NUM/25 6) :R ETURN 
9.1.0 REM 

" 2 0 II> E M "'-,* ['I:JIIffi1:;]:;,lI"''1:3!i::L!:W ** 
930 REM 
·5~4-0 OIt1 CIOS (5) • SEC:$" (128) , STATE:: S (2) .I HEX$" (5) .I liE:H:5TR-:$ (~L6) : CIO$ 

=,"h S~." 
~~50 I-tEX$"="1 .... +- "'t-"": HEH5TR:$ =· ·O.1..234'5f"~ 7a9ABCDEF·· 

"960 I)Itt DRIVES (3). lISE:R$ ( ~L2) "FILES (~t5J. : l>RIVu.:-: S="'r'> ;L:·· 

970 POKE 772 . A~RCSECS)-INTC~~R<SECS)/256)-256:REM LOW BYTE 
"S~80 PO I( E :773 ., :["NT (t.:IIDIR (SECS) /256) : I::tE,.,1I tl :l:GH o "I' TI=:· 

990 POKE 769.1:REM ~RIVE 1 
1000 POKE 770 .8 2:REM READ SECTOR (S7=WRITE SECTOR) 
j_O.1.0 REt1 

J. 0 2 0 n E M "''* m :mlil[ir.:r:;M:=:J;17CX;WiXiJ ,>lC" 

.1..030 RE-:M 

1040 GRAPHICS O;POKE 710,144:POKE 201.9:POKE 752 . 1:POKE 82,2 
: POKE 83.39:FL~G = 0:POKE 766.0 

--------. ... 
-' "1 r,ISK INSPECTOR ••• 

j080 ., : ? :?, "1i~ ·;;C..:or;;£ ... ~[~.:~.m:;;:m3:'.l" 
j_090 'j '"'j r ··i= EH~~MINE DIRECTORY'· 

j " _1..09 .:; . -> , "2= EHA ... 1IhIE 5E~eTOn" 

j _ j_.1.0 ? : ? • "3= EHAt-iIHE FILE·' 

J .. _l.2: 0 '.,. :? .r "4= RUN MENU" 
j _.1.30 POKE 764.1 25S: SECS C._1..1 =" ": SECS ' _1.2 8) = " ": SE:C$ ( 2:> = SECS (_1.) 

j~ .1,."O L~5TKEV=PEEK (76.1 .) : IF LA"5TKEV=2~~5 THEN _1_.1."0 

1150 IF LASTKEY=31 THEN 240 
1160 IF L~STKEY=30 THEN 360 
1170 IF L~STKEY=26 THEN POKE 752,O:GOTO 560 
1180 IF L~STKEY=24 THEN POKE 20~,10:GR~PHICS O:POKE 752.1:PO 
KE 764 .• 255 : ? . ~ .... "':; r '·LOADING t-tIENU": RUN '''0: t-1ENU' " 

~tj_90 ~;OTO ~L.:l.:~O 

j _200 nEt1 

j .. 2 :l 0 n< E' M .><- ":i.if'l'~lijllM:!.J:::&Ir"':LO[Ir::IIi" ...... 
j _22: 0. nEM 

j. 2 3 0 P 0 SIT X 0 .. 5. 2: 3 : ? ' ,t'T;;i:iIi:~i[ll::S:'l: ;;t;:iiO.;r.iT, __ ,:,c-.:lIIjr:'~[:}iiEl!i(ll~][iIo~;r:HL~" ; 
1240 I F PEEKC532 79'=3 THEN RUN 
L250 IF PEEKC53279' = 6 THEN RETURN 
_1 .. 260 fiOTO ~L~Z.401 



BPEEDCHECK 

o REM m:~m:=~ 4<"29<"82 
100 GR~PHICS 0:POKE 559.0 :FO R I=O TO 72 :R E~D ~:POKE 1536+I.~ 

:NEXT I:POKE 710.0:POKE 82.1:POKE 201.10 
.1.210 ? •• ~.":? ~ • or::-..==- __ :i"l :? ,~"·I~.i~~ __ :1IIIII"I:? .= :J":POt<E 55"9' .. 34:POKE 752 .. 10 
1.50 ? " ~ "", ..... "TEST ..... tIICI-t DRIVE NUttBER··.;:: TRAP .:1.50: INPU T DRIVE: TR 

t~p 40000 
16 0 DRIUE=INTCDRIUE) :IF DRIVEC1 OR DRIVE>4 THEN? :7 
E-:R DRIVE NUt-filER .:L... 2 .r 3: .. OR 4": GOTO i50 

ENT 

J.89 POKE 752.p~L:? : ? "' TESTING j.oe DISK REVOLUTIONS":? :? 

THIS SHOULD TAKE tIIPPROX. 22 SECONDS "; 
200 POKE 1610.DRIUE:H=USR(1536) :~=PEEK(1611) :B=PEEK(1612) :HI 
N=C256_B+~)<"3600:RPH=INTC100<"MIN+0.5) 

~~20? :? .... > •• .... [;:r;;{~··;RPM::[F RPM>284 AND RPtt<29.:L THEN? :? I.'" 
DRIVE SPEED IS O.K.":POKE 710,178:G OTO 250 

230 POKE 710 .66 :IF RPH<285 THEN 7 .? "~DRIVE SPEED IS TOO SL 
(H· .. · ·: GOTO 2510 
~~40 ? . "::> .1 ,.l>RX .. -E SPEED :[5 TOO FA5T i i 

~~50 ? : ? "'PRESS ~ FOR MENU OR ~~ TO RERUN" .;: 

300 IF PEEK(53 27 9)=6 THEN 120 
350 IF PEEK ( 5327"9) =:...~ THEN POK E 82.1' 2 :? • • ~.":? 

: RUN "D : MENU " 

400 GOTO 300 
500 REM D~T~ FOR H~CHINE L~NGUAGE ROUTINE 
1000 DATA 104.169.1,141.10. 3 . 1 69 . 0 
1010 DATA 1 4 1.11.3.141.4.3.169.5 
1 020 DATA 141.5.3.173.74.6.141.1 
1030 DATA 3.169.82.141.2.3 .169,5 
1040 DATA 141.73.6.32.83.228.206.73 
1050 D~TA 6,208.248 .169 . 100 . 141, 73 ,6 
1 060 DATA 169,0.133.19.133 .20.32 . 83 
1070 DAT~ 228.206 . 73.6.208.248.165,20 
1080 DATA ~64,19.141,75,6,140, 76 ,6,96 

2000 REM 

L O~DING MENU" 

20 1 0 REM THIS IS A MODIFIED VERSION OF THE RPMTEST PROGRAM 0 
RIGINALLV PUBLISHED 
2 020 REM IN THE M~V 1982 ISSUE OF C OMPUTE! MAG~ZIWE. 

2030 REM WE WISH T O TH~HK BOB CHRISTIANSEN FOR HIS PERMISSIO 
N T O INCLUDE THIS 
2040 REM PROGRAM ~S P~RT OF THIS TUTORI~L<"UTILITV PACK~GE. 

DZBKFXLES 

o REM FILES Cc~ ~981 b~ Jerr~ White 
1 REM AT~RI DISKFILE TUTORIAL DEMO 
2 : REM 

!:~1=IM DRIVE$C3~.FIL E$C12~.DRIVEFILE$C15~.RECORDSC10~ . ANSWE 

1~O DIM SECTOR{20>~BVTE(20J~OIRECTORY$<20 ) :REM DIMENSION STR 
XN_G.S AND ARRAYS 
_1..1..1. REM 

120 GRAPHICS 0:POKE 82.2:POKE 83.39:REM CLEAR SCREEN AND SET 
MlIIRGINS 

130 POKE 201.5:SETCOLOR 2,1.0:REM SET PRINT T~B WIDTH TO 5 5 
PACES AND COLOR 
.140 ? :? ··TVPE OPTIOIN NUMBER THEN PRESS RETURN"· 

.1.50 ? ."> • -- <.1)1 GREt:IITE til ID ,I5K FILE-·: REM (;OTO .1000 

.1.60 ? :? , I. (2)1 READ A DISI< FILE II : REM GOTO :2008 

.170 "'J> : ? .I U ("3.) ADD TO A [)ISK FILE '· : REM (iOTO 3080 

_1.80 ? :? , II (4)1 UPDATE til D:J:SK FILE"·: REM GO TO 4000 

.190 ? :? ,'" CS> DISPLAV DISK DIRECTORV··: nEM (:;;OTO '5000 

200 ? :? , •• (6): RUN MEHU u : REM (iOTO '9'..1.40 

ZJ...O ? :? , "''l( OUR CHOICE";: GOS-Un -7000 

220 TR~P 8000:LINE=120:HIGHNUMBER=6:NUMBER=VALCANSWER$~ 
230 IF NUMBER<1 OR NUMBER>6 THEN GOTO 8000 
2 40 ON NUMBER GO TO 1000.2000.3000,4000.5000.9140 



250 REM 
1 000 LINE=6100:GOSUB 71 00, T RAP ~100 : GRAPHICS O,SETCOLOR 2,4 , 
o 
1010 CLOSE n1,OPEN n1,8.0,DRIUEFILES 
.1.029 ? :? ·"CREATING "'; ORIVEFILIE$: ? : RECORD$=".1.234567890· · 

1030 FOR DEHO=1 TO 10 
1040 ? U1;RECORDS 
.1. 0510 ? ·· WR :rT::I:NG R E CORD NLJM ba::: R ""; DEMO 

.1.10610 HEHT DEMO 

.1.10710 '? • " "~.:LO RECOUD DEt'IO FILE CREA- ··f"E O u 

ioeo ? : ? "CLOSING .0 ; DRIIUEFILE$ 

.19'910 CLOSE 'h.t. 

.1..1.10101 GOTO 6.1010 

.1 .1..1.0 REM 

2000 LINE=6100:GOSUB 7100 : TRAP ~100 : GRAPHIC~ O:SETCOLOR 2,5 . 
o:? ..... > 

2010 CLOSE n2:0PEN n2 . _ ,O,DRI UEFILE5 :RECNUH=0 ,LI NE = 6100 
2020 INPUT ff2 , RECORD5 
2030 A E CNUM=RECNUM+ 1 
20 .... 10 ''7 "RECORD NUMB ER .": nEC NUM ; 

:2:050 '? ~ RECOUO:$" 

2 060 GOTO 2 020 
21070 IREM 

3000 L IN E=30 00:GOSUB 7100:TRAP ~100:GRAPHICS O:SE T COLOR 2.7, 
o 
3010 CLOSE U3: 0PE N n3 , ',O,DRIUEFILES 
3 :020 GRAPHICS O': ? :? ~ "~PJ{) RECORD (5 ): ROU TINE; I I 

310310 .':}- :? • "E NT IER .1.0 C He.i{ACER In:ECORl>" 

31049 '?- :? • "·OR JUS ')" IPRESS RETURN TO IEXIT"':"? : G05IUB 6000 

3050 RECLEN =LENCR ECORD S~ : I F RECLEN=O THEN 3200 
3060 IF RECLEN =10 THEN 30'0 
3070 FOR BLANiK ~--.: IRECLEN+.l.. TO .:1.0: IRECORDS CLEIN <RECORDS) +",1): :-::: ..... ~ HE 

XT BLANK 

30~0 PRINT U3;RECORDS 
3.1.00 ? :? " PUE S5 'ST ART TO ENTEJR: t:IINOTHER I-lECORO" 

3.1.1.0? : ? " PRESS OPTTON \FOR OTli E R ()PTIONS~ •• " ; 

3120 IF PEEKC5327'~=6 THEN 3020 
3130 IF PEEKC5327~) = 3 THEN 3200 
3.:1..40 GOTO 3.:1..:20 
3200 .? :? . . ".}' .• U~()DING !RECORD ('S.) TO IC>ISK": CLOSE U3: GOTO .1. 20 

32:..1.0 REM 

4000 LI NE=4100: G 0 5 UB 7100:TRAP ~10 0 : GRA P HI C S O,SETCOLOR 2,10 
,0 
4010 CL OS E U4:0PEN ~4 ,12 .0 ,DRI U E FI LES :LINE=4 100 

.t • . 020 ? . " ... . ,. ~ ' CRIE~ TI N~;; I NOEH " : IH:ECNUt1 '= O 

4030 ~OTE U4,SEC T OR. BYTE 
4040 RECNUM=RECNUM+1 
4050 SECTORCRECNUM) =SECTOR :BY TE <RE CNUM~=BY TE 

4060 :INPUT 'U4 ~ R IEC OIR[) $ : ? I ". RECORD •• ; RECNUH 1 RECORDS 

4070 .? • "5IECTOR := ' " ; ·::;)EG TOR .• "B "{ lfE="; 6 VTE 

4080 ? : GOTO 4030 
4100 RECNUM= RECNUM - 1 
4.11..0 • I~ "P RES'S 'STAR T T O UPDAT E A RECORD " 

4 .1. 20 : ? "PRES'S OPT:[ON FOR OTHER OPT][OHS'"; 

4130 IF PEEK(S327,) = 6 THEN 4200 
4140 IF PEEKC5327~)= 3 THEN CLOSE n4:GOTO 120 
4-1-50 GOTO 4..1. :""i:O 

4200 GRAPHICS O : REM RANDO~ ACCESS RECORD UPDATE ROUTINE 
42.1..0 '7 : ? • uO I'SI<F T LE CONTAIN'S I I; RECHUM; II RECORDS" 

42 2 0 .? :? "ENTER IRECORI) NJUMBER TO BE UPD(~TIED·'; 

4230 TRAP 4 2 20:INPUT UPDATE :TRAP 40000 
4240 UPDATE=INTCUPDATE~ :IF UPDATE<1 OR UPDATE>RECNUM THEN 42 
30 
4250 POINT n4.SECTORCUPDATE~ . BYTECUPDATE) 

4260 INPUT U4.RECORDS:? :? RECORDS 
4 .2 70 .".}' :? "'ENTER NEW RECORD U",; UPD~TE; : INPUT RECORDS 

4280 RECLEN=LENCRECORDS) : IF RECLEN=10 THEN 4300 
4290 FOR BL~NI( = RECLEN+..t. TO .:1.0: RECORDS (LEN (RECORDS:) +.1.> =0 . ": NE 

HT BLANK 
43 00 POINT n4.SECTORCUPDATE> ,BYTECUPDATE~ 
4 . 3.1.0 PRINT tt4; RECORDS: ? • . ".}' • '·RIECORD HAS BEEN UPDATEl>wI 

4320 GOTO 4.1.~O 



4330 REM 

SOOO GR APHIC S O,POKE 7S2.~'SETCOLOR 2.12.0,POKE 201.8'7 ,7 
[~I'51K DIRECTORV"":? : T RAP '3.1.010 

510.1.0 CLOSE t:t:5:0IPEH US , 6I'OI'"O:*."Jof'·:REH OPEN !DISK DIRECTORV FO 

R ALL ENTRIES 

5 0210 L:J:NE::::6.1.0e 
S030 IHPUT US . OIRECTORVS 
SO.O ~ .OIRECTORVS 
SOSO GOTO S030 
5060 REM 

60010 .~ECORl)$ =· ·· " : POKE 7641' 255: RIEM RECORD "STRING IC:iIIND LAST KEV 

PRESS ED=NULL 

6010 IHPUT RECORDS,RETURH 
610210 REM 
6~00 FOR FILE=1 TO S,CL05E UFILE,H E XT FILE,REM CLOSE ALL FI L 
ES 
6110 IP'OKE :20.1_.5:? :? , "PRIE'55 If.tETURH IFOR OPTIONS"; 

6~20 GOSUB 7000,eOTO 120 ,R EM PAUSE TO READ SCREEN THEH CO TO 
OPTIOHS 

6~3e REt-. 

-710109 ICIiNS WER$ = ··· · : POKE }'64 1:255: INPUT ANS ...... ERS: RETURIt. : REIH .1. CUA 

R( .. CTER INPUT 
710_1.0 REM 

7~00 GRAPHICS O,SETCOLOR 2 .0.0'R EM DRIVE HUMBER AND FILENAME 
INPUT ROUT.INE 

-;;p .1 . .110 ? :? "TVPE: DISK DRIVE NUMBER (:,:1.-4>'" .;: HIGHNUt1BER=4.: GOSUB 

701010 

712 0 LXNE=7~~O 'TRAP aooO'NUMBE~ =VAL(AHSWERS)'TRAP ,~OO 

7130 IF HUMBER(1 OR HUMBER>. THEN 8000 
7.1.4· 10 l>R :[VE$:=··r ... ,·: DRIVES CILIEN (DRIVES> +1) = ANSWER$ 

7~SO DRIVE$" (LEN CDR IVES> +.1.): =u: " 
72:1041 . ... :? "'TYPE FILE NAME"';: INPUT FJ::LlE$: IF L.EN (F·ILES)':::O TI·tEN 

7200 
721 0 ORIVEFILES=DRIUES 
7220 onIVEFILESCLENCORIVEFILESJ+1' = FILES ,RETunH 
723:0 IREM 
:O: (izO g: 0:;. ~ ? ~ ·PLEA 50!: !""~·P!: ~ ~ l..!M!EtE~ F· ROM - .:t. THR-U 'W 1 U~lI';HMU I··'!fH::.H ; HI::.J-. 

E:RROR ROUTINE 

8010 &05UB 'OOO,GOTO LINE,nEM GO BACK TO LIHE NUMBER (LINE> 
'OOO? CHR$C253> ,REM RINe ERROR BELL 
,0~0 FOR COUHT=1 TO 300,HEXT CO UHT,RETURN 
9020 REM 

'100 POKE 7S2 .0,IF PEEKC1'S> = 13& THEN GOTO LINE,REM ERRO R WA 
S END OF F:I:LE 
'110 REM DISPLAY ERROR NUMBER AND LIHE AT WHICH ERROR OCCURR 
ED THEH EHD 
~.1.2e .,> :? ." ERROR a'; PEEK(i"'35)Z ;WI taT LINE ··;PEEIKC.t.86)+PEIEK(i87 

) *256 

'130 LIST PEEK(186).PEEK(~a7>*2S6,GOSUB '000 
'1.0 TRAP .0000,GRAPHIC5 O,POKE 7S •• 255,POKE 7S2.~'POKE 20~. 
10 
9.1 SO ~.,. .".,. • . ? • ··ILOADIING MENU·": RUN ""0 ; MENU'· 



Don 't forget to ask for my other lessons teaching you about all 
of the great GRAPHICS and SOUND tricks that the ATARI 
computers can do-the TRICKY TUTORIALS™ for 16K: 

#1 - DISPLAY LISTS I many Graphics Modes at the same time l ) 

#2 - SCROLLING (move your Graphics and text around 
smoothly ) 

#3 - PAGE FLIPPING (a professional looki ng way to redraw 
many screens of text or graphics ) 

#4 - BASICS OF ANIMATION (a beginner's lesson in moving 
shapes around the screen ) 

#5 - PLAYER MISSILE GRAPHICS (Learn to write a PACMAN™ 
type game of your own! ) 

#6 - SOUND AND MUSIC (from single notes & chords to songs 
& special effects, I explain all ) 

#7 - DISK UTILITIES (Utility programs to help you use your disk 
drives (32K ) 

#8 & 9 Coming soon to a blackboard near you! 

THE PROFESSOR 
KNOW5WHAT 
H~ IS lAt.-KINEr 

ABOUT. 
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